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Mystery Rummy 
Case N° 2: Murders in the Rue Morgue 


Welcome to the world of Mystery Rummy 
Card Games created by Mike Fitzgerald. 
Mystery Rummy is a new game concept 
which combines the intrigue of a classic 
mystery with a strategic card game based on 
the traditional elements of Rummy. 

Based on the story by Edgar Allan Poe, 
Case No 2: Murders in the Rue Morgue, is 
the second in the Mystery Rummy series. Be 
sure to look for Mystery Rummy Case No 1: 
Jack the Ripper, where you got this game. 





Number of Players: 2-4 


(Note: The official tournament version is the 
2-player game. The 4-player game is played 
with two teams of two.) 


Ages: 8 to Adult 


About thc Casc 


Edgar Allan Poe is considered one of the 
most brilliant and original writers in 
American literature. In 1841 Edgar Allan Poe 
wrote Murders in the Rue Morgue. In his 
story, two women are brutally murdered at 
the Quartier St. Roche in Paris. The Prefect 
of Police is baffled and arrests Adolphe Le 
Bon although he has no real evidence to 
indicate that Le Bon is actually the killer. In 
Poe's story, the hero, Monsieur C. Auguste 
Dupin, solves the case, and proves that an 
orangutan is the actual murderer, simply by 
reading newspaper accounts of the crime 
and making a single visit to the crime scene. 





About the Game 


You are a detective who has been hired to 
identify the murderer. Each hand you play 
will indicate which player has done the best 
job of solving the case. To do this you will 
need to make many of the same discoveries 
and deductions that Dupin made. There is 
not a long list of suspects in this case. In fact, 
we all start the game knowing that the 
dreaded Orangutan actually committed the 
murders. 

The challenge lies in proving your case 
and catching The Orangutan. The object of 
the game is to score the most points. In part- 
nership play, each team of two works 
together like a pair of detectives to solve the 
case and earn the most points. 

Games usually take 3 to 5 hands to com- 
plete. You will need a pencil and paper to 
keep score of each hand. 





Summary of Play 


Murders in the Rue Morgue is based on the 
game of Rummy. There are two basic types 
of cards used in this game: Evidence Cards 
indicated by a magnifying glass in the upper 
left corner, and Gavel Cards indicated by a 
gavel in the upper left corner. 
Players score points when they make 
melds of 3 or more common Evidence Cards. 
The Gavel Cards add a strategic element 
to the game not found in traditional Rummy. 
The game text on the Gavel Cards remind 
you what to do, while the colors correspond 
to and interact with certain Evidence Cards. 
The game ends when at least one player 
or team has scored 100 points or more, and 
the player with the highest score wins. In the 
event of a tie, you must play another hand. 
The glossary, which starts on Page 25, 
contains detailed explanations of how to use 
each card. 





The 62-Card Deck 





CARD NAME OR TYPE AMOUNT IN DECK 
THE ORANGUTAN ............ 1 
GAVEL CARDS .......... TOTAL OF 12 
Duipin's Help: «22 eredi 6 
Prefect of Police: 2.1 esee 1 
Monsieur C. Auguste Dupin...... 1 
Brilliant Deduction ............. 4 
EVIDENCE CARDS ........ TOTAL OF 49 
Adolphe Le Bon ............... 5 
3:00 ACM pekeee etes 5 
Quartier St. Roche: sce seco 5 
Mademoiselle 'Espanaye ........ 5 
Madame LEspanaye ........... 5 
Back Windows ................ 5 
Newspaper Ad ................ 5 
Lightning Rod ................ 5 
The:Sailor ce ade rad 5 
Edgar Allan Poe ............... 4 


The Cards 





= 
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. The words on the left spine of the card 


indicate the type of card and/or the 
name of the card. 


. a: A magnifying glass in the upper left 


corner indicates an Evidence Card. 
b: A gavel in the upper left corner 
indicates a Gavel Card. 


. The number in the upper right corner 


is the card's point value. 


. The name of the card is also listed 


directly under the picture frame. 


. Game text appears below the name of 


the card. This states the purpose of the 
card and what action should be taken. 


. The italicized text on the card is a quote 


from Murders in the Rue Morgue. It has 
no impact on the play of the game. 


. The colored diamonds in the lower left 


corner indicate the bonus melds that 
go with this card. 


Evidence Card 








Bonus: Back Windows 


-~ 
"The murderers did escape from 
one of these windows.” 











Gavel Card 


Play if both Mademoiselle and 
Madame L'Espanaye are in play. 


-~ 
"The two lived an exceedingly retired 
lije-were reported to have money.” 








Playing the Game 


The Setup and the Deal 





Remove The Orangutan ‘card from the deck 
and place it face up in the middle of the 
table. (Note: the back of this card is slightly 
different from the others to make it easy to 
find.) Choose a dealer at random. The deal- 
er shuffles the deck and allows the player on 
their right to cut the deck. Cards are dealt 
clockwise face down. 

2 Players: 10 cards are dealt to each player. 
Two cards are dealt from the deck and put 
face down underneath The Orangutan. No 
one gets to see these cards. The remainder 
of the deck is placed face down to the right 
of The Orangutan. This is now called the 
Case File. Each player studies their hand and 
selects one card and places it face down 
underneath The Orangutan card. These 
cards are not revealed to the other players. 
Starting with the dealer, each player replaces 
the card they placed underneath The 
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Orangutan by drawing a card from the top 
of the Case File. 

3 Players: 9 cards are dealt to each player. 
The remainder of the deck is placed face 
down to the right of The Orangutan. This is 
now called the Case File. Each player studies 
their hand and selects one card and places it 
face down underneath The Orangutan. 
These cards are not revealed to the other 
players. Starting with the dealer, each player 
replaces the card they placed underneath 
The Orangutan by drawing a card from the 
top of the Case File. 

4 Players: The player sitting opposite you 
will be your partner. 8 cards are dealt to each 
player. The remainder of the deck is placed 
face down to the right of The Orangutan. 
This is now called the Case File. Each player 
studies their hand and passes one card face 
down to their partner. Be sure you don't 
look at the card your partner gives you until 
you have passed a card to your partner. 
Now each player selects one card and places 
it face down underneath The Orangutan. 
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These cards are not revealed to the other 
players or to your partner. Starting with the 
dealer, each player then draws a card from 
the top of the Case File and puts it in their 
hand. 


Creating the Rue Morgue 

Turn over the top card from the Case File 
and place it face up to the right of the 
pile. This forms the discard pile which is 
called the Rue Morgue. Mystery Rummy 
uses a closed discard pile. This means that 
the top card should be the only card that is 
visible. Players are not allowed to look 
through the discard pile unless a card they 
are playing instructs them to do so. 


The Turn 

Play proceeds clockwise around the table 
starting with the player to the dealer's left. 
Each player completes the following steps 
before the next player's turn begins: 

Draw — Mandatory 

Play — Optional 

Discard — Mandatory 
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(ff you are discarding your last card, you 
will close the hand by going out.) 


The following pages explain each step of the 
turn in detail. 


Draw—Mandatory 

Draw one card from the top of the Case 
File (draw pile) or take the top card from the 
Rue Morgue (discard pile). Add this card to 
your hand. 


Play—Optional (In any order) 

Evidence Cards: Evidence Cards are played 
in melds. A meld is 3 or more Evidence Cards 
of the same kind. Look for the magnifying 
glass in the upper left corner of the card. 
If you have a complete meld in your hand 
you can place it on the table in front of you. 
This is called putting the meld in play. You 
will score these points at the end of the 
hand. You can play Evidence Cards by them- 
selves if they go with a meld that is already 
on the table. For instance, if another player 
has a Sailor meld in play, you can place a 
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Sailor Evidence card in front of you, and you 
will score points at the end of the hand. 

All Evidence Cards except Edgar Allan Poe 
and Adolphe le Bon have a bonus meld. 
Bonus melds are indicated by the game text 
and the colored diamond symbol in the lower 
left corner of the card. The names of the 
bonus melds are under the picture on the 
card. This means that if you can get a meld 
in play and also make its bonus meld, you 
will score an additional 10 points. For 
instance, if you have the 3:00 A.M. meld in 
play and then make the Quartier St. Roche 
meld you will score a 10 point bonus. In part- 
nership play you and your partner share one 
play area. Keep all cards that are in play in 
front of only one person. 

Gavel Cards: You may only play one 
Gave/ card per turn. Look for the Gavel in 
the upper left corner of the card. (Refer to 
the Glossary, which begins on page 25, for 
instructions on how to play Gavel Cards.) 
Gavel cards are played by themselves and 
stay in front of you in your play area. 
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The Orangutan: The Orangutan is a spe- 
cial card that is neither an Evidence Card nor 
a Gavel Card. It starts the game in play and 
is placed to the left of the Case File. During 
the game, whenever a player places a meld 
on the table, that player must "Feed The 
Orangutan". 

To "Feed The Orangutan" complete the 
following steps: 1) Look at the top card of 
the Case File without revealing it to the 
other players. 2) Look at the top card of the 
Rue Morgue. 3) Place e/ther the card from 
the Case File or the Rue Morgue underneath 
The Orangutan. 

If you choose to place the top card of the 
Rue Morgue underneath The Orangutan, 
then you must return the card from the Case 
File back to the top of the Case File face 
down. Advantage: You are the only player 
who knows what card is next in the Case File. 

If a player ends the hand by going out 
during the first pass through the Case File, 
they get The Orangutan and all the cards 
underneath it. 
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Discard — Mandatory 

After you have played all the cards you want 
to, you must discard one card face up on the 
top of the Rue Morgue. You may discard 


any card you like, and discarding completes 
the turn. 


Closing the Hand 

The hand is over when any player discards 
their last card to go out. If this happens the 
first time through the Case File, that player 
has "caught" The Orangutan and gets the 
cards underneath The Orangutan to add to 
their score. (See Scoring details on page 21) 
Creating a New Case File 

If the last card of the Case File is drawn, and 
no one has gone out, the dealer takes all the 
cards from under The Orangutan and all the 
cards from the Rue Morgue and shuffles 


them to create a new Case File. At this point, 
The Orangutan has "escaped" and no cards 
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are added to The Orangutan for the remain- 
der of play. When continuing play with a 
new Case File, all players ignore standard 
directions to "Feed The Orangutan" after a 
meld is made. If this second new Case File is 
also depleted with no one going out, the 
player who takes the last card of the case file 
finishes his turn and the game is over. 
(See Scoring details on page 27) 


Remember 

As you play you are trying to score the most 

points. Points are scored by: 

1. Playing melds of Evidence Cards. 

2. Playing Evidence Cards on other melds. 

3. Playing Gavel Cards that have positive 
points. 

4. Making bonus melds. 

5. "Catching" The Orangutan. 


The following example is designed to show you 
the game in action. In a typical game it would 
be unusual to receive such great cards and be 
able to make 2 melds right away. However, this 
sample play does illustrate some of the twists 
and turns of the game, and it may be helpful for 
getting started. (Hint: Each card has descriptive 
text and symbols to help you along!) 


Sample Play 


You are playing in a 2-player game. (Refer to 
page 10 of this booklet for set-up.) Your hand 
of 10 cards is grouped them by color. Among 
your cards are two light blue 3:00 AM Evidence 
Cards and three dark blue Quartier St. Roche 
Evidence Cards. (Note the magnifying glass... 
this denotes an Evidence Card.) 

To start your turn, you must draw the top 
card from either the Case File (face-down draw 
deck) or the Rue Morgue (face-up discard 
pile). The Sailor Evidence Card is showing in the 
Rue Morgue. Since you have no Sailor Cards in 
your hand, the top card of the Case File may be 
more helpful. The card you draw happens to be 
the Gavel Card called Dupin's Help and you 
immediately add it to your hand. 
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You play the Quartier St. Roche meld from 
your hand. Having played a meld, you need to 
feed The Orangutan—either the top card of the 
Rue Morgue, or the top card of the Case File. 

You look at the top card of the Case File and 
discover it is a 3:00 AM Card. You decide to 
feed the Sailor Card from the Rue Morgue to 
The Orangutan instead. (The card now showing 
is the Lightning Rod.) You return the 3:00 AM 
Card to the top of the Case File face down. 

Next you decide to play the Dupin's Help 
card and place it face up in front of you. Dupin's 
Help allows you to pick the top two cards from 
he Case File or Search the Rue Morgue and 
choose any one card. Remember, you just saw 
he top card of the Case File, the 3:00 AM card. 
Added to the two 3:00 AM cards you already 
have, this card will allow you to make another 
meld, therefore you take the top two cards from 
he Case File and put them in your hand. 

There is no limit to how many melds you can 
play each turn, so you place the 3:00 AM meld 
in play. Since you've made another meld, you 
have to feed The Orangutan again. This time 
he top card of the Case File is an Adolphe Le 
Bon card. You decide to feed The Orangutan 
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the Lightning Rod from the Rue Morgue. The 
Adolphe Le Bon card remains in the Case File. 

You now have two complete melds in play 
that bonus with each other. (Note the corre- 
sponding color diamonds.) You will receive 10 
extra points when you score your hand. 

When you used Dupin's Help to pick up the 
3:00 AM card, you were lucky and also picked 
up the Brilliant Deduction card that has both 
3:00 A.M. and Quartier St. Roche on it. This 
Brilliant Deduction card is a 7-point Gavel card 
that can be played when the both 3:00 A.M. 
and Quartier St. Roche melds are in play. 
However, since only one Gavel Card is allowed 
per turn, and you already played Dupin's Help, 
you will have to wait until your next turn to put 
this Brilliant Deduction card in play. 

To end your turn, you must always discard a 
card face up on the top of the Rue Morgue. 


Scoring 


Before scoring, you must first determine if 
the cards beneath The Orangutan will count 
towards anyone's score. 
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A. SCORING THE ORANGUTAN: If a player 
goes out the first time through the Case 
File, that player has closed the case and gets 
all the cards in The Orangutan. The player 
performs the following actions with The 
Orangutan cards: 


1. Fan out the cards. Complete steps 2-7 as 
follows to see how many points you will 
score from The Orangutan. 


2. Check for complete melds. If there are 
any complete melds (3 or more evidence 
cards of the same color) put them in your 
play area with your other melds. 


3. Check for Evidence Card matches. If any 
Evidence Card from The Orangutan identi- 
cally matches Evidence Cards already in play 
for any player, put those matching Evidence 
Cards from The Orangutan in front of you in 
your play area. 

4. Discard unusable Evidence Cards. Put 
any Evidence Cards that do not match 
Evidence Cards already in play into the Rue 
Morgue (discard pile). 
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5. Check for Gavel Cards. If there are any 
Dupin's Help Cards in The Orangutan, put 
them into the Rue Morgue (discard pile). 
They will not have any impact on the scor- 
ing. If the Monsieur C. Auguste Dupin Card 
is in The Orangutan, put it into the Rue 
Morgue as well. If there are any Brilliant 
Deduction cards in The Orangutan, both of 
the melds on the card must be in play for the 
Brilliant Deduction card to go in your play 
area. If both melds are not in play, discard 
the Brilliant Deduction card into the Rue 
Morgue. If the Prefect of Police card is in 
The Orangutan, it will go onto your play 
area only if a meld for Adolphe Le Bon is in 
play. If Adolphe Le Bon is not in play, discard 
the Prefect of Police in the Rue Morgue. 


B. NOW ALL PLAYERS ADD UP THEIR 
SCORES BY PERFORMING STEPS 6-10: 

6. Add Base Points. Add up all the point 
values of the cards in your play area. 


7. Add Bonus Points. Add 10 points for 
each bonus combination of melds in your 
play area. 
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C. IF YOU HAVE CARDS LEFT IN YOUR 
HAND: 

If you or your team did not go out, to total 
your score you will also need to determine if 
any cards in your hand will count against you. 


8. Check for Evidence Cards. If any Evidence 
Cards match any Evidence Cards in play, put 
them into the Rue Morgue. They will not 
count against you. 


9. Check for Gavel Cards. If the color on any 
Gavel Card matches a color in play, discard 
your matching Gavel Card into the Rue 
Morgue. It will not count against you. (This 
means that if you have a Brilliant Deduction 
card, and either color on it is in play, it will 
not count against you.) 


10. Subtract point values of cards left in 
your hand. Finally, deduct the point value of 
any cards in your hand from your score. 


If no one goes out before the Case File runs 
out a second time, the crime remains 
unsolved, and no player scores any points 
for that hand. 
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Winning the Game 

Total all scores for the hand. The game ends 
when at least one player or team scores 100 
points or more. The player or team with the 
highest score wins. If there is a tie, you must 
play another hand. 


Partnership Play 


We love playing with partners in this game. 
You will find some interesting ways to cue 
your partner as to what you have in your 
hand by your opening pass. All played cards 
should be kept in one partner's area. When 
one partner goes out, that ends the hand. 

In partnership play, remember that when- 
ever you play Dupin's Help you have the 
choice to either search the Rue Morgue or 
Consult Partner. (You may not use the Draw 
Two option in Partnership Play.) 

See pages 35-36 for partnership strategy 
suggestions. 
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Glossary 


The following Glossary explains how all of 
the cards are played and should be kept 
handy for your first several games. 





Brilliant Deduction Card 

These Gavel Cards can only be played when 
both melds listed on the card are in play. It 
doesn't matter who has them, as long as 
they are both in play. For example, if you 
have the Back Windows meld in play and 
your opponent has the Lightening Rod meld 
in play, you can play the Brilliant Deduction 
card that includes the two melds. Playing 
this card will score 7 points for you at the 
end of the hand. Unplayed Brilliant 
Deduction Cards count against you at the 
end of a hand unless at least one of its cor- 
responding melds is in play. In this case, the 
card is simply discarded. 
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Case File 

The Case File is the draw pile. When the last 
card from the Case File is drawn, the dealer 
immediately shuffles the cards under The 
Orangutan to make a new Case File. (This 
action of reshuffling and going through the 
deck a second time can only happen once 
per game. See pages 17-18 for details.) 


Consult Partner (4 players only) 


Draw the top ‘card from the Case File, then 
take a card from your hand and pass it face 
down to your partner. He does the same 
thing. Do not look at the card you have 
been passed until after you have passed 
your own card. 


Discard Pile 


Rue Morgue. Cards are e placed face. up ‘with 
only the top card visible. 


Draw Pile 
Case File. Cards are placed face down. 
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Draw Two 
Draw the top two cards from the Case File 
and put them in your hand. This action is not 


allowed in Partnership Play. You must use 
the Consult Partner action. 


Dupin's Help 

Place Dupin's Help in front of you when you 
play it. In a 2-player game, you Draw Two 
from the Case File or Search Rue Morgue. In 


a 4-player (partnership play) game, Consult 
Partner or Search Rue Morgue. 

£vidence Cards 

These cards have a magnifying glass in the 
upper left corner of the card. You may play 
as many Evidence Cards as you want on a 
turn as long as you play them in melds of 
three or more, or play them on a meld 
already in play. All Evidence Cards you play 
stay in front of you, even when played on 
other players' melds. 


27 


Feeding The Orangutan 

When the hand begins, each player chooses 
a card from their hand and places it face 
down under The Orangutan. They may not 
show this card to other players and may not 
look at any cards under The Orangutan. 
Then, beginning with the dealer, each play- 
er draws the top card of the Case File and 
puts it in their hand. The Orangutan must 
also be fed after playing a meld, by placing 
the top card from the Case File or the top 
card from the Rue Morgue under The 
Orangutan. See Page 15 for more details. 


Gavel Cards 

These cards have a gavel in the upper 
left corner. Only one Gavel Card may be 
played per turn. 

Meld 

A group of three or more Evidence Cards 
of the same color. 


28 


Monsieur C. Auguate Dupin 


This is a Gavel Card. Place it in front of you 
when you play it. The first time through the 
deck, you must Search The Orangutan. The 
second time through the deck, you must 
Draw Two from the Case File. 

The Orangutan 

This is neither a Gavel Card nor an Evidence 
Card. The Orangutan starts the game in 
play, and is placed to the left of the Case 
File. It is "fed" cards throughout the first 
time through the deck. At the start and 
throughout the game, cards will be placed 
under The Orangutan. If someone goes out 
during the first time through the Case File 
they get all the cards under The Orangutan. 


Prefect of Police 

This is a Gavel Card that can be played only 
if there is a meld of Adolphe Le Bon already 
in play somewhere. Put the Prefect of Police 
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Card in front of you in your play area. 
It will score 4 points for you at the end of 
the hand. 


Rue Morgue 


The discard pile. The only card that should 
be visible is the top card. Players cannot look 
through the Rue Morgue unless a card they 
play tells them to. 


Search The Orangutan 


Pick up all the cards under The Orangutan 
and look through them without revealing 
them to the other players. Choose one card 
to keep and show that card to all players. 
Put that card in your hand and the rest back 
under The Orangutan. Remember that if 
you select a Gavel Card you will not be able 
to play it this turn because you have already 
played your Gavel Card (Dupin) to Search 
The Orangutan, and you may play only one 
Gavel Card per turn. You can play any 
Evidence Card as long as it is played as part 
of a meld or played off an existing meld. 
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Search the Rue Morgue 


Pick up the Rue Morgue (discard pile) and 
look through it without showing it to the 
other players. You must choose one card 
and show that card to all players. Put that 
card in your hand. Keep in mind that if you 
select a Gavel Card you will not be able to 
play it this turn because you have already 
played your Gavel Card (Dupin's Help) 
to Search the Rue Morgue. Evidence Cards 
may be played at any time, as long as it is 
played as part of a meld or played off an 
existing meld. 

Second Deck 

When the Case File is empty, and no player 
has gone out, the dealer combines the cards 
from the Rue Morgue (discard pile) with cards 
from underneath The Orangutan. These cards 
are shuffled together to become the new 
Case File. (This action of creating a new Case 
File can only happen once per game.) 
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Strategy 


Murders in the Rue Morgue offers subtle 
and interesting card play. Here are some 
basic strategy tips for different situations. 





Partnership Play 

What do I pass my partner at the beginning 
of the game? 

If you pass your partner an Evidence Card 
that can bonus, you are asking your partner 
to make this meld because you are close to 
making the bonus meld. For instance, If you 
have two 3:00 a.m. cards and one Quartier 
St. Roche, you pass the Quartier St. Roche. 
Your partner will then know to pass you a 
3:00 a.m card if he/she gets the chance. 
When you only have one of each of a bonus 
meld, or two of each, and you are lucky 
enough to have the matching Brilliant 
Deduction card, pass the Brilliant Deduction 
card to show that you have both colors. If 
you don't have these kind of matches try 
passing a card with no bonus like Edgar 
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Allan Poe or Adolphe Le Bon. With experi- 
ence you will learn how to key your partner 
by the first pass and your first discard during 
the game. 


The Orangutan 


What card do I put under The Orangutan? 
For beginners, simply place a card under The 
Orangutan that you don't think will help 
you. It is dangerous to put a Brilliant 
Deduction card in The Orangutan since it 
could score a shut-out for your opponents if 
they get lucky. The most popular cards for 
placement under The Orangutan are Edgar 
Allan Poe cards and Adolphe Le Bon. As you 
play more, you will find ways to make The 
Orangutan "work" for you. At that point, 
you should try to get certain melds that 
compliment your hand into The Orangutan. 


Playing Melds 


What is the best strategy for playing melds? 
Try to play a meld only when there is a card 
in the Rue Morgue. This will give you a 
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choice of two cards to put under The 
Orangutan. 

Try to play defensively and leave a card 
on top of the Case File for your opponent 
when you know it will not help him make a 
new meld. 

It is also a good strategy to save a 
Dupin's Help card so you can play it after 
you meld. Then, when you look at the Case 
File to decide which card to feed The 
Orangutan, if you see a card you need, you 
can use Dupin's Help to get that card, plus 
one other. 
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Advanced Rules 


We suggest you incorporate these advan- 
ced rules as soon as you feel comfortable 
with the basic game. These rules are used in 
all official tournament play of the Murders in 
the Rue Morgue. 


Rule One 

If you have the Monsieur C. Auguste Dupin 
card in your play area at the end of a hand, 
he scores 2 points for each Dupin's help card 
in other player's play areas and -2 for each 
Dupin's Help card in your area. If you had the 
Dupin card and two Dupin's Help that would 
be -4. If your opponent had 3 Dupin's Help 
cards in play that would be +6 giving you a 
final Dupin score of +2. 


Rule Two—The Shut-Out Rule 

To allow players and teams to come from 
behind, we offer a chance for one player or 
team to score while the other player or team 
scores nothing. To be the only player or 
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team to score a hand you must meet the 
following requirements: 

A) You must get The Orangutan 

B) You must have a complete bonus (both 
melds) in your play area and the Brilliant 
Deduction card that goes with that bonus. 
(Some of these requirements can come from 
The Orangutan.) 


C) Your opponents must not have a com- 
plete bonus with the matching Brilliant 
Deduction card. This means that if your 
opponent has what they need for a shut-out 
in play, you have 3 ways to stop it: 


1. Get a bonus with matching Brilliant 
Deduction in your play area. 


2. Get The Orangutan 


3. Make the game go to the second time 
through the deck so The Orangutan 
escapes. Normal scoring is used for the 
player or team scoring the shut-out. If a 
shut-out is stopped, normal scoring is 
used for all players or teams. 
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Thanks to Playtesters 





Steve Rugh Donna McFee 
Lisa Fitzgerald Kymm LeBel 
Thomas Scull Dan Louie 
Gary Miller Nick Sauer 


Ralph Anderson Rob Mitchell 
George Michaels Ron Park 


Doug Morse Ken Futamura 
Ed Lasso Rob Placer 

Bob Morss Casey Corcoran 
Andy Wiles lan Watson 
Megan Rugh Eric Smith 
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Enjoy all three 
Mystery Rummy Games: 


Case No. 1 
Jack the Ripper 


Case No. 2 
Murders in the Rue Morgue 


Case No. 3 
Jekyll & Hyde 


See them at 
www.usgamesinc.com 
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